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The aim of this eBook is to show and explain how you might tackle rigging your 3D character for animation. The 
six chapters within this eBook will give help and advice to novices and experts who are looking to build on their 
ULJjLQJVNLOOVRUDSSURDFKULJjLQJIRUWKH0UVWWLPH7KHVHULHVjLYHVDGHWDLOHGVWHSE\VWHSJXL 
approach rigging but also shows us how to tackle common problems and issues that regularly occur even in a 
SURIHVVLRQDOHQY LURQPHQW7KHDUWLVWVZLOOEHUH|HFWLQJ RQZRUNLQJ LQWKHLQGXVWU\DVZHOOD 
their individual approaches to creating the best rigs possible. 
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This e-book provides a detailed account of building, texturing and lighting the interior of a Gothic Church based 
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IRUPXVLQJ =6SKHUHVDQGPRY HWKURXJ KWKHQXPHURXVVFXOSWLQJSKDVHVDQGPRGHOLQJ WKHGHWDLOVI 
of the character, highlighting the various brushes and tools used throughout. 
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